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Through your computer you control the ;k tioir, i>! i penguin 
who is trying to skate around the Antarctic wlnh i iting the 
base camps of all the different countries located Huh Along 
the way, you and the penguin will encounter both obstacles 
which wilt slow you down if you do not avoid them and also 
ways to make points to increase your socre in the game as 
you try to make the trip from camp to camp within the given 
time limits. 

Preliminary Instructions 

Before starting the game, first make sure that your MSX com¬ 
puter and your TV monitor are correctly hooked up for use 
with video games. Refer to the instruction manual of your 
computer to make the appropriate connections. 

& 

Begin with the following steps: 

OGame Cartridge —insert cartridge with the picture side facing 



1 Make sure that your computer is switched OFF. Then with 
the computer switched off, insert the game cartridge with the 
picture side facing you, as shown in Illustration 1. 

2. Switch on your computer. 

Switch on the TV monitor and select the appropriate 
channel. 

This game can be played with an optional joystick. If you 
wish to use the joystick, connect the joystick lead to terminal 
A of your computer, as shown in Illustration 1. 















Controls 

This is a game for a single player competing against time- 
1. After the game cartridge is properly inserted in your com¬ 
puter and all systems are GO, select your control method, 
either joystick or your computer keyboard, by depressing 


either (1) or (2): 

To play game with joystick .... Press 1 

To play game with your computer keyboard.Press 2 


(If you do not choose either (1) or (2) a demonstration will 
start on your monitor) 


2, Controlling the Penguin 



illustration 2 

Controlling the Penguin with the Joystick 



illustration 3 

Controlling the Penguin with Your Computer Keyboard 
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How the Game is Played 

This game is played by having the penguin visit all the base 
camps of the countries along the route shown on the map of 
the Antarctic. Use your skill to improve the penguin's skating 
ability as he skates around the Antarctic circuit to the tune of 
the "Skater's Waltz." 


The object of the game is to have the penguin skate the entire 
circuit of the Antarctic from base camp to base camp. Each 
leg of his trip must be completed within the time allotted, 
Your skill is measured by how many points you can manage 
to score along the trip before you are forced out of the game 
because of time loss. 

Points are scored mainly by touching green marker flags that 
you pass and by catching any fish that jump up along the 
way. Points may also be scored by successfully avoiding 
obstacles. 


Time is lost if you run afoul of obstacles: enemy seals, 
treacherous crevasses, or holes in the ice. If you lose so much 
time from running into obstacles in any one leg of the trip that 
you cannot complete that leg and make it to the next base 

camp within the specified time limit, then then game ends and 
you cannot score any more. 
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O PENGUIN 
© SEAL 
© CREVASSE 
© ICE HOLES 
© FLAG 
© FISH 

© YOUR SCORE 
© HIGHEST SCORE 
© COURSE NUMBER 
© REMAINING TIME 

© REMAINING DISTANCE TO THE BASE CAMP 
SPEED METER 

Elements of the Game 

1. Pen The penguin's speed and actions are controlled 
by you. 

2. Touch all the flags you can along the way. 
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3. Fish: 

Jump over them by using the jump button, or 
avoid them using the left and right controls on the your key¬ 
board or joystick. You score 30 points for every crevasse you 
successfully avoid. If the penguin falls In a crevasse, get him 

out by pushing the jump button. 

Stay dear of them; they will make the penguin 

stumble and lose time. 

Avoid them; if the penguin touches a seal, 

he will stumble and lose time. 

When you successfully make it to a base 
camp r any time remaining under the specified time limit will 

add points to your score. 

You get a surprise bonus every time the 
penguin makes it successfully to the South Pole or every time 
he completes the entire circuit of the Antarctic course. 

9. Scoring 

The penguin touches a flag.....---— 500 points 

The penguin catches a fish ...... 300 points 

The penguin avoids a crevasse or an ice hole. 30 points 

“Remaining time" points for reaching a base camp 

before the time limit... 100 points for each second remaining 
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Hints for Skillful Play 

*Be sure to go as fast as you can when the coast is dear. Be 
careful not to run out of time by being over-cautious* 

*Do not concentrate all your efforts on trying to score points. 
Be very careful of the obstacles. 

Caution 

*This game cartridge is compatible with computer systems 
having MSX standards. Do not attempt to use this game with 
a computer which does not have the MSX mark. 
*Be sure your computer is switched OFF when inserting or 
removing the game cartridge. 

*This game cartridge is manufactured to the highest precision 
standards and will be damaged if any attempt is made to open 
or disassemble the cartridge. 

This product is an original creation of Konami Industry Co., 
Ltd. 

Copying of this product in whole or in part, whether by video 
or sound copy, copy of computer programs, by photocopy¬ 
ing, or by any other means, is strictly prohibited without 
specific permission from the manufacturer. 






